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DETAILED ACTION 
Continued Examination Under 37 CFR 1.114 

A request for continued examination under 37 CFR 1.114, including the fee set 
forth in 37 CFR 1.17(e), was filed in this application after final rejection. Since this 
application is eligible for continued examination under 37 CFR 1.114, and the fee set 
forth in 37 CFR 1.17(e) has been timely paid, the finality of the previous Office action 
has been withdrawn pursuant to 37 CFR 1.114. Applicant's submission filed on 
10/29/07 has been entered. 

Information Disclosure Statement 

The Information Disclosure Statement submitted on 10/29/07 has been 
considered. 

Claim Rejections - 35 USC § 103 

The following is a quotation of 35 U.S.C. 103(a) which forms the basis for all 
obviousness rejections set forth in this Office action: 

(a) A patent may not be obtained though the invention is not identically disclosed or described as set 
forth in section 102 of this title, if the differences between the subject matter sought to be patented and 
the prior art are such that the subject matter as a whole would have been obvious at the time the 
invention was made to a person having ordinary skill in the art to which said subject matter pertains. 
Patentability shall not be negatived by the manner in which the invention was made. 

Claims 1-6 are rejected under 35 U.S.C. 103(a) as being unpatentable over 

Kodachi et al. (US 6,142,875) in view of Okada et al (US 2002/0155891). 



Application/Control Number: 10/723,584 Page 3 

Art Unit: 3714 

Claim 1 . Kodachi discloses a method and a gaming machine that displays a 
plurality of symbols to form a symbol combination. The gaming machine also displays a 
graphical image this is dependent upon the displayed symbols (see abstract). More 
specifically, Kodachi discloses a pachinko game machine (col. 1:13-14) that displays a 
plurality of varying numbers (cols. 5:16-20, 13:21-31, Fig. 11) to provide a win 
combination ("big hit", col. 1 :22-37). During the reach state of the game, the game 
machine displays a number and a graphical image (cols. 1:38-49, 2:19-31, 2:48-55, 
3:26-31, 3:65-4:54, Figs. 5-6, 7, 24-25). Kodachi discloses a plurality of reach states. 
Each state occurs when by displaying a number (2L, 2C, 2R in Fig. 2) and a picture (K 
in Fig. 2). Kodachi discloses various time configurations can be used to provide the 
different reach-states (Figs. 15-23, 28). For example, Fig. 20 shows how during the 
first-reach state, a first numeral image (left symbol) and a first image (face prognostic 1) 
are displayed. During the second-reach state, a second numeral image (right symbol) 
and second image (face prognostic 2) are displayed. A win state is reached if the game 
machine displays a number that corresponds to a win combination (2L, 2C, and 2R in 
Figs. 26-27). During the win-state, a graphical image is displayed along with the 
displayed number to indicate a "big hit" (Figs. 6-7, 26-27). Thus the win display image 
displays an image of a "big hit" and a third numeral image (center symbol according to 
embodiment of Fig. 20). If the displayed number does not correspond to a win 
combination (the non-winning number combination, or the "fourth numeral image"), the 
game results in a no win state, and does not display a big hit image (col. 14:8-17, Fig. 
13). The graphical image is displayed separately at different location son the display 
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portion of the game machine (Figs. 24-27). When the game reaches the second reach- 
state, the second image allows a user of the game machine to forecast the win state 
based on the display second image (player can predict a "big hit", see abstract and cols. 
2-6). Kodachi discloses the claimed invention but fails to specifically teach the images 
are advertising images. Nevertheless, it is well known in the art to use advertising 
images in gaming devices. In an analogous art to gaming devices that displays images 
and symbol combinations, Okada discloses a gaming machine that discloses 
advertising images. Okada discloses advertisements (13 in Fig. 15) are based on the 
symbol patterns of the game and are displayed separately at different locations on the 
display portion of the game machine (Fig. 15). Providing advertising images allows third 
parties such gaming sponsors to advertise their products and services. Therefore it 
would have been obvious to one of ordinary skilled at the time the invention was made 
to modify Kodachi's gaming device and incorporate Okada's advertising images in order 
to advertise the products and services of the game sponsors. 

Claim 2. Kodachi in view of Okada discloses the advertising images have at 
least one advertisement contents and display features different from each other 
(Kodachi, Figs. 3, 8-9, 12-13, 24-27, 29-35, 52; Okada, Fig. 4). 



Claim 3. Kodachi in view of Okada discloses the advertising image is contained 
in the display image based on advertising image data obtained through a 
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communication network to display the advertising image on the display portion (Okada, 
Fig. 4). 

Claim 4. Kodachi discloses a display control device to perform the method of 
claim 1 as shown in Fig. 4. More specifically, Kodachi discloses the control device of 
the gaming machine comprising a ROM 50c to store information corresponding to the 
display symbols and display images. It is well known in the art that a single memory is 
composed of memory cells, which correspond to any number of memories. 
Furthermore, Okada discloses separate and distinct memory in a network environment; 
the first memory for storing production pattern data concerning a production patter of a 
display image (game info database 2d in Figs, 2 and 3, and paragraph 69-70), the 
second memory for storing display image data concerning the display image 
(distribution in database 2f in Fig. 2 provides information to be displayed at the terminal 
6, paragraphs 74, 98), and the third memory for storing advertising image data 
concerning advertising images (2i or 2e in Figs. 2 or ad server 3 in Figs. 1-2). 

Claim 5, Kodachi in view of Okada discloses the third memory section stores the 
advertising image data concerning advertising images having at least one of 
advertisement contents and display features different from each other (As discussed 
above, Kodachi discloses a memory cell to store images that are different from each 
other. Okada teaches advertisement information consist of image information such as 
characters, figures and pictures, paragraph 72), and 
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The controller reads the advertising image data corresponding to the result of a 
lot drawing from the third memory section to display the advertising images on the 
display device of the game machine by containing the advertising images in the display 
image based on the advertising image data (Kodachi, col. 10:26-33, Okatada, 
paragraphs 99-103 and Figs. 1-2). 

Claim 6. Kodachi in view of Okada discloses a receiver for receiving the 
advertising image data through a communication network, wherein the controller stores 
data received by the receiver in the third memory as the advertising image data 
concerning advertising images (Okada, 2a and 2b in Fig. 2). 

Response to Arguments 

Applicant's arguments filed 10/29/07 have been fully considered but they are not 
persuasive. 

Applicant argues that Kodachi or Okada individually fails to teach the added 
claim limitations of a gaming machine having a first and second reach states, with the 
second win sated preceding a win state of the game machine. Applicant further argues 
that the second reach sate display image includes a second advertising image such that 
Kodachi or Okada individually fails displaying the second advertising image when the 
game machine is in the second reach-state allows a user of the game machine to 
forecast the win state based on the display of the second advertising image. However 
each newly added claim limitations has been addressed in the rejection above. It is 
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also noted that the rejection is based on Kodachi in view of Okada and on the refences 
individually. In this case Kodachi teaches various time configurations can be used to 
provide the different reach-states (Figs. 15-23, 28). For example, Fig. 20 shows how 
during the first-reach state, a first numeral image (left symbol) and a first image (face 
prognostic 1) are displayed. During the second-reach state, a second numeral image 
(right symbol) and second image (face prognostic 2) are displayed. A win state is 
reached if the game machine displays a number that corresponds to a win combination 
(2L, 2C, and 2R in Figs. 26-27). During the win-state, a graphical image is displayed 
along with the displayed number to indicate a "big hit" (Figs. 6-7, 26-27). Thus the win 
display image displays an image of a "big hit" and a third numeral image (center symbol 
according to embodiment of Fig. 20). If the displayed number does not correspond to a 
win combination (the non-winning number combination, or the "fourth numeral image"), 
the game results in a no win state, and does not display a big hit image (col. 14:8-17, 
Fig. 13). The graphical image is displayed separately at different location son the 
display portion of the game machine (Figs. 24-27). When the game reaches the second 
reach-state, the second image allows a user of the game machine to forecast the win 
state based on the display second image (player can predict a "big hit", see abstract 
and cols. 2-6). Kodachi discloses the claimed invention but fails to specifically teach the 
images are advertising images. Nevertheless, it is well known in the art to use 
advertising images in gaming devices. In an analogous art to gaming devices that 
displays images and symbol combinations, Okada discloses a gaming machine that 
discloses advertising images. Okada discloses advertisements (13 in Fig. 15) are 
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based on the symbol patterns of the game and are displayed separately at different 
locations on the display portion of the game machine (Fig. 15). Providing advertising 
images allows third parties such gaming sponsors to advertise their products and 
services. Therefore it would have been obvious to one of ordinary skilled at the time the 
invention was made to modify Kodachi's gaming device and incorporate Okada's 
advertising images in order to advertise the products and services of the game 
sponsors. 

Conclusion 

Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to Jasson H. Yoo whose telephone number is (571)272- 
5563. The examiner can normally be reached on 8:30-5:00. 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Xuan M. Thai can be reached on (571)272-7147. The fax phone number for 
the organization where this application or proceeding is assigned is 571-273-8300. 
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Information regarding the status of an application may be obtained from the 
Patent Application Information Retrieval (PAIR) system. Status information for 
published applications may be obtained from either Private PAIR or Public PAIR. 
Status information for unpublished applications is available through Private PAIR only. 
For more information about the PAIR system, see http://pair-direct.uspto.gov. Should 
you have questions on access to the Private PAIR system, contact the Electronic 
Business Center (EBC) at 866-217-9197 (toll-free). If you would like assistance from a 
USPTO Customer Service Representative or access to the automated information 
system, call 800-786-9199 (IN USA OR CANADA) or 571-272-1000. 
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